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RqN  3d6  i^order  fpr  Slre^tf^exterity,  Intelligence,  &  Charisma 
clj^r  Figl^^  Cleric,  Magic-User,  Dwarf,  Elf, 


or 


t  level  1.  Maximum  level  is  10. 


fs  and  Dwarves  can  use  any  afTnor  and  wed^^^^^^^^eirics 
can  use  weapons  and  can  heal  and  banish  undej^d^,±M^ic- 
Users  and  Elves  can  use  magic,  and  Elves  can  use  elven 
weapons  and  armor.  Halflings  can  be  sneaky.  Magic-Users  and 
clerics  get  two  spells  every  level;  elves  get  one.  Everyone  has 


Hit  Points  equal^  strength  +  1d6  per  level. 


To  do  dungeon  (or  any  other)  thing^s^,roll  a  d20.  Roll  und^ryour 
ability  score  to  do  something  you  would  be  good  at.  Roll  above 
\vAijr  (ffiility  score  to  do  other  things.  The  Dungeon  Master  can 
N>ji^an^ni^s  or  penalties  as  a  ^ropH^te. 

js  ^  rolling  ^^ST'tt^r^^et's  Armor  ClassT'ira^^Kjf^o 
arn^r,  13  for  light,  and  16  for  heavy.  Weapons  all  do  1d6 
damage.  If  a  fighter  or  dwarf  rolls  less  than  their  Strength  but 
over  the  target's  AC,  they  do  doubly  damage. 


Le^ls  are  gained  by  killing  ten  things  times  your  next  level. 
Spells  are  usually  self-explanatory,  and  jgre  usually  utilitarian, 

e^t  mbm^nB*m.diBMM^k^^ 


Fight  On! 


